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KEYWORDS
Throughout this section you will come across a keyword that is within angular brackets, specifically <???REGIMENT???>. This is shorthand for a keyword of your own choosing, as described below.

<???REGIMENT???>
All ???Army??? ??insert explanation for different sub-factions, e.g. all marines are part of a chapter??.

Some datasheets specify which ??sub-faction?? the unit is drawn from or that a unit must be from a specific ??sub-faction??. If a ???ARMY??? datasheet does not specify which ??sub-faction?? it is from, it will have the <??SUB-FACTION??> keyword. When you include such a unit in your army, you must nominate which ??sub-faction?? that unit is from. You then replace the <??SUB-FACTION??> keyword on that unit’s datasheet with the name of your chosen ??sub-faction??.

For example, if you were to include a ??unit?? in your army, and you decided that it was from the ??sub-faction?? of ??example sub-faction??, its <??SUB-FACTION??> Faction keyword becomes ??EXAMPLE SUB-FACTION?? and it would ??benefit from it in this way??.


ABILITIES

??Very Common Special Rule??: ??what rule means??

???ARMY??? BANNER LIST ??where applicable??

	Name
	Effect on unit carrying it

	??Example Banner??
	??effect of banner??

	
	

	
	

	
	

	
	

	
	

	
	

	
	



A few notes before you begin creating unit profiles:
1. Determine which colours you will use. The title should have a background that is so dark that Word automatically changes the text to white. The other colours should be almost white, for differentiating between 2 different lines in the weapons list, and a very slightly darker colour for the subheadings.
2. Ignore the points costs and power ratings for now. There’s a separate calculator (the Excel sheet ‘Points Calculator’) for determining them later.
3. It is easier to copy your template and modify the duplicate than to replace the template.

Profile guide:
Here is a short list of recommended stats to represent your unit. If in doubt, look up the closest thing that already exists in 40k and use that as a guide.
Choosing a Movement stat: standard is 6”, big slow tough guys 5”, wiry agile guys 7”, horses 10”, jump packs 12”, jetbikes 16”
WS: 6+ fights like a bumper car, 5+ fights like a drunk, 4+ has some martial arts training but not dedicated to it, 3+ dedicated to martial arts, 2+ (Characters only) fights like a martial arts master.
BS: 6+ can only just remember which end of a gun to point away, 5+ never shot a gun before or has a defective weapon or simply likes the noise more than aiming, 4+ as experience in firing a gun, 3+ dedicated to firing guns, 2+(Characters only) expert shot.
Strength: 1 can barely lift itself, 2 as strong as a child, 3 an adult, 4 a weightlifter, 5 can lift a cow, 6 can punch through you, 7 can punch through tank armour somewhat reliably, 8 can be expected to punch through most tank armour in one go, 9+ will have a high chance of wounding anything.
Toughness: 1 can be trodden underfoot, 2 easily injured by a fist, 3, standard human, 4 can lose a limb and keep fighting, 5 needs a headshot to be killed by a standard rifle, 6 is a typical toughness for monsters and light vehicles, 7 is standard for vehicles, 8 is very densely armoured tank, 9+ is reserved for when 8 wouldn’t feel right as a toughness value.
Wounds: 1 is standard, 2 for primaris size models, 3 for ogryn sized models and minor heroes who wouldn’t normally lead an army of Toughness 3 models, 4 for standard heroes and leaders of Toughness 3 armies, 5 for non-leaders of Toughness 4 armies, 6 for leaders of Toughness 4 armies and lightest vehicles, 7-8 small monsters and vehicles, 10 for light transports, 11 for light non-transports, 12 for standard tanks & monsters, 13+ for heavier tanks and bigger monsters.
Attacks: 1 for standard units, 2 for additional attacks besides weapons, e.g. bites, headbutts, tail attack, claws etc. 3+ gets tricky, but generally speaking the larger the model the more attacks it gains. Most characters have similar attacks to their Wound stat.
Leadership: 4 for very cowardly and unwilling to be on the battlefield at all. 5 for fighting as a last resort/civilians. 6 professional human soldiers. 7 hardened veterans. 8 prepared to die rather than fail. +1 if a squad leader or in a vehicle. +2 if a legendary/spiritual character or in a lord of war vehicle.
Armour Save: - for naked. 6+ for denim-level clothing. 5+ for rubbery armour or chainmail. 4+ for plate armour. 3+ for reinforced concrete armour. 2+ for armour that is basically made of hammers. +1 if armed with a shield. If the save is invulnerable, it can never be better than 3+.

Damage tables: Units with 10+ wounds use damage tables to show the loss of performance caused by damage. This is typically 3 stats, Movement, WS & BS for all rounder models, Movement, WS & Attacks for melee specialists and Movement, BS & Attacks for ranged specialists. The range of damage is above half wounds the stats are normal, above a quarter wounds a decrease of 1 for these stats, and if at a quarter wounds or less these stats are decreased by 2. Sometimes these reductions don’t have much impact so are modified, e.g. having Movement decrease by 2-3” instead of just 1”. And sometimes the standard decreases would make a unit too ineffective, e.g. a melee unit that hits on 4+ might have its Strength decreased instead of its WS so that it can still hit something if it makes it into combat, or may only suffer reductions to WS when nearly out of wounds. For some reason, vehicles use D3 instead of 2 when determining Attacks. For Flyers, remember not to reduce the minimum Movement, otherwise they would become more agile as they start to break.

Once the unit profiles are finished, open the ‘Points Calculator’ spreadsheet. This lists every unit at time of writing in 40K, but not their points values. To determine which points value best matches your unit, you can use the filters at the top of the spreadsheet to narrow down the units on the list to those that most closely resemble your unit. It’s best to start with the part of the profile that is most distinctive, such as high toughness or save. Once you have narrowed down which unit profiles to compare your new unit with, you can look up their current points costs. If you don’t have the codexes to hand, you can use battlescribe and create an army list with the relevant units in.



HQ

	HQ
?? POWER
	??NAME OF CHARACTER??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Name??
	?”
	?+
	?+
	?
	?
	?
	?
	?
	?+
	??

	A ??Name?? is a single model armed with ??weapons??. ??Only one of this model may be included in your army. DELETE IF NOT A UNIQUE CHARACTER??

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	WARGEAR OPTIONS
	• This model may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.
• This model may replace its ??pistol weapon?? with an item from the ??Ranged Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Invulnerable Save??: This unit has a ?+ invulnerable save.

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

??Aura Bubble: If this unit enhances nearby units in terms of fighting ability, morale or something else, this is where you mention it.??

	PSYKER
	This model can attempt to manifest ??one psychic power?? in each friendly Psychic phase, and attempt to deny ??one psychic power?? in each enemy Psychic phase. It knows the Smite psychic power and ??two psychic powers?? from the ??? discipline. DELETE THIS IF NOT A PSYKER.

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, ??INFANTRY/CAVALRY/BEASTS/VEHICLE/MONSTER??, CHARACTER, ??PSYKER??, ??FLY??, ??NAME??




	HQ
?? POWER
	??NAME OF MOUNTED CHARACTER??
ON ??MOUNT??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Rider??
	??Mount’s M??”??
	?+
	?+
	?
	?
	?
	?
	?
	?+
	??

	A ??Rider?? is a single model armed with a ??weapon?? riding a ??mount??. ??Only one of this model may be included in your army. DELETE IF NOT A UNIQUE CHARACTER??

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	??Rider??

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	??Mount??

	??Teeth & Claws??
	Melee
	Melee
	?
	-?
	?
	After a model riding a ??Mount?? makes its close combat attacks, you can attack with this mount. Make ? additional attacks, using this weapon profile.

	WARGEAR OPTIONS
	• This model may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.
• This model may replace its ??pistol weapon?? with an item from the ??Ranged Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Invulnerable Save??: This unit has a ?+ invulnerable save.

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

??Aura Bubble: If this unit enhances nearby units in terms of fighting ability, morale or something else, this is where you mention it.??

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, ??PSYKER??, ??FLY??, ??NAME??





	HQ
?? POWER
	??NAME OF MOUNTED CHARACTER??
ON ??MONSTER??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Monster??
	*
	*
	?+
	*
	?
	??
	?
	?
	?+
	???

	A ??Monster?? is a single model armed with ?Teeth & Claws? ridden by a ??rider??.

	DAMAGE   Some of this model’s characteristics change as it suffers damage, as shown below:

	REMAINING W
	?M?
	?WS?
	?S?

	?7-12+?
	?”
	?+
	?

	?4-6?
	?”-2
	?+-1
	?-1

	?1-3?
	?”-4
	?+-2
	?-2

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	??Monster??

	?Teeth & Claws?
	Melee
	Melee
	User
	-?
	?
	-

	??Rider??

	?Weapon?
	Melee
	Melee
	?
	-?
	?
	After a ??Monster?? makes its close combat attacks, you can attack with the rider. Make ? additional attacks, using this weapon profile.

	WARGEAR OPTIONS
	• This model may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Invulnerable Save??: This unit has a ?+ invulnerable save. ?Not normally common on monsters?

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

??Aura Bubble: If this unit enhances nearby units in terms of fighting ability, morale or something else, this is where you mention it.??

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, ??MONSTER/VEHICLE??, CHARACTER, ??PSYKER??, ??FLY??, ??NAME??



TROOPS

	?Troops?
?? POWER
	??NAME OF UNIT??
	Minimum Cost
?? Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Name??
	?”
	?+
	?+
	?
	?
	?
	?
	?
	?+
	??

	??Name?? Champion
	?”
	?+
	?+
	?
	?
	?
	?+1
	?+1
	?+
	??

	This unit contains 1 ??Name?? Champion and ? ??Names??. It can include up to 10 additional ??Names?? (Power Rating +??), or up to 20 additional ??Names?? (Power Rating +??). Each model is armed with ??weapons??.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	WARGEAR OPTIONS
	• The ??Name?? Champion may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.
• The ??Name?? Champion may replace its ??pistol weapon?? with an item from the ??Ranged Weapons?? list.
• One ??Name?? may replace their ??weapon?? with an item from the ??Special Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

??Squad Size Bonus: If the maximum squad size is over 20 and the squad cannot have much in the way of upgrades, it should get a small bonus if it contains at least 20 models.??

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, ??INFANTRY/BEASTS/VEHICLE/MONSTER??, ??FLY??, ??NAME??




ELITES


FAST ATTACK

	?Fast Attack?
? POWER
	??NAME OF CAVALRY??
	Minimum Cost
?? Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	?Name?
	??Mount’s M??”??
	?+
	?+
	?
	?
	?
	?
	?
	?+
	??

	?Name? Champion
	?"
	?+
	?+
	?
	?
	?
	?+1
	?+1
	?+
	??

	This unit contains 1 ?Name? Champion and 4 ?Names?. It can include up to 5 additional ?Names? (Power Rating +??), or up to 10 additional ?Names? (Power Rating +??). Each model is armed with a ?weapon? and rides a ?mount? that attacks with its ?teeth and claws?.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Rider

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	??Name??
	?Melee?
	?Melee?
	?User?
	-?
	?
	??

	Cold One

	?Teeth & Claws?
	Melee
	Melee
	?
	-?
	?
	After a model riding a ?Mount? makes its close combat attacks, you can attack with this mount. Make ? additional attacks, using this weapon profile.

	WARGEAR OPTIONS
	• The ??Name?? Champion may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.
• The ??Name?? Champion may replace its ??pistol weapon?? with an item from the ??Ranged Weapons?? list.
• One ??Name?? may replace their ??weapon?? with an item from the ??Special Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, ??FLY??, ??NAME??



HEAVY SUPPORT

	??Heavy Support??
?? POWER
	??NAME OF MONSTER??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Monster??
	*
	*
	?+
	*
	?
	??
	?
	?
	?+
	???

	A ??Monster?? is a single model armed with ?Teeth & Claws?.

	DAMAGE   Some of this model’s characteristics change as it suffers damage, as shown below:

	REMAINING W
	?M?
	?WS?
	?S?

	?7-12+?
	?”
	?+
	?

	?4-6?
	?”-2
	?+-1
	?-1

	?1-3?
	?”-4
	?+-2
	?-2

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	?Teeth & Claws?
	Melee
	Melee
	User
	-?
	?
	-

	WARGEAR OPTIONS
	• This model may replace its ??melee weapon?? with an item from the ??Melee Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, ??CHARACTER??, ??PSYKER??, ??FLY??, ??NAME??





	??Heavy Support??
?? POWER
	??NAME OF VEHICLE??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Vehicle??
	*
	?+
	*
	?
	?
	??
	*
	?
	?+
	???

	A ??Vehicle?? is a single model armed with a ?weapon?.

	DAMAGE   Some of this model’s characteristics change as it suffers damage, as shown below:

	REMAINING W
	?M?
	?BS?
	?A?

	?7-12+?
	?”
	?+
	?

	?4-6?
	?”-2
	?+-1
	?-1 (or D3)

	?1-3?
	?”-4
	?+-2
	?-2

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	?Weapon?
	??”
	??
	?
	-?
	?
	-

	WARGEAR OPTIONS
	• This model may replace its ??weapon?? with an item from the ??Ranged Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

Explodes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it explodes, and each unit within 6” suffers D3 mortal wounds.

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, VEHICLE, ??CHARACTER??, ??PSYKER??, ??FLY??, ??NAME??



TRANSPORT


FLYERS

	??Flyer??
?? POWER
	??NAME OF FLYER??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Flyer??
	*
	?+
	*
	?
	?
	??
	?
	?
	?+
	???

	A ??Flyer?? is a single model armed with a ?weapon?.

	DAMAGE   Some of this model’s characteristics change as it suffers damage, as shown below:

	REMAINING W
	?M?
	?BS?

	?7-12+?
	??-??”(double minimum)
	?+

	?4-6?
	??-??”(50% more than minimum)
	?+-1

	?1-3?
	??”
	?+-2

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	?Weapon?
	??”
	??
	?
	-?
	?
	-

	WARGEAR OPTIONS
	• This model may replace its ??weapon?? with an item from the ??Ranged Weapons?? list.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

Explodes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it explodes, and each unit within 6” suffers D3 mortal wounds.

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, VEHICLE, ??CHARACTER??, ??PSYKER??, ??FLY??, ??NAME??



LORD OF WAR


FORTIFICATIONS

	Fortifications
?? POWER
	??NAME OF FORTIFICATION??
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	??Fortification??
	-
	-
	?+
	-
	?
	??
	-
	-
	3+
	???

	A ??Fortification?? is a ?single unarmed model?.

	ABILITIES
	??Common Special Rules that most units have??

??Unique Special Rule: Try to aim for 1 unique special rule for each unit, or 2 or 3 in the case of HQs. Ideally this is a rule that reflects this unit’s character. Would there be any situation in the game where the standard rules for this unit would make it too weak or too strong compared to how it would act in a story? ??

Immobile: This model cannot move for any reason, nor can it fight in the Fight phase. Enemy models automatically hit this model in the Fight phase – do not make hit rolls. Friendly units can still target enemy units that are within 1” of this model.

	FACTION KEYWORDS
	??OVERALL FACTION??, ??ARMY/ARMIES??, <??SUB-FACTION??>

	KEYWORDS
	UNOFFICIAL UNIT, BUILDING, ??NAME??




ARMOURY

	?RANGED? WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??

	?Weapon Name?
	??”
	??
	?
	-?
	?
	?
	??



BATTLE-FORGED BONUSES


In this section you’ll find rules for Battle-forged armies that include ???ARMY??? Detachments – that is, any Detachment which includes only ???ARMY??? units. These rules include the abilities below and a series of Stratagems that can only be used by the ???Army???. This section also includes the ???Army???’s unique Warlord Traits, ???Relics??? and Tactical Objectives. Together, these rules reflect the character and fighting style of the ???Army??? in your games of Warhammer 40,000.

???Grand Name Describing Army’s Purpose or Master(s)???
If your army is Battle-forged, all Troops units in ???ARMY??? Detachments gain this ability. Such a unit that is within range of an objective marker (as specified in the mission) controls the objective marker even if there are more enemy models within range of it. If an enemy unit within range of the same objective marker has a similar ability, then the objective marker is controlled by the player who has the most models within range of it as normal.






???Army Ability???
???If the army has the ability to do anything that is not dependent on taking certain units, such as use units from another army list, use a personalised detachment or there is a benefit that applies to every unit in the army, it goes here.???

??sub-faction?? Traits
If your army is Battle-forged, all <??SUB-FACTION??> units in ???ARMY??? Detachments gain a ??Sub-Faction?? Trait, as long as every unit in that Detachment is from the same ??Sub-Faction??. The ??Sub-Faction?? Trait gained depends upon the ??Sub-Faction?? that they are from, as shown on the table below. For example, all units in a ???Example Sub-Faction??? Detachment gain ???example benefit???


	??Sub-Faction??
	??Sub-Faction?? Trait

	???Example Sub-Faction???
	???sub-faction benefit???

	
	

	
	

	
	

	
	

	
	

	
	

	
	



Stratagems

1CP/3CP
???GRAND NAME FOR ACCESSING MORE RELICS, SUCH AS REFERENCE TO WEALTH OR PROSPERITY???
Use this Stratagem before the battle. Your army can have one extra ???Relic??? for 1 CP, or two extra ???Relics??? for 3 CPs. All of the ???Relics??? that you include must be different and be given to different ???ARMY??? CHARACTERS. You can only use this Stratagem once per battle.
?CP
???BRIEF DESCRIPTION OF STRATAGEM???
???choose a cinematic moment that would look cool in a game, or alternatively a bonus that hints to the way of thinking of the army and it’s broader network of support and include it here. Also any manoeuvre that fits the army’s playing style such as ambushes, abilities that would be too powerful if they could be performed by all units at the same time such as being able to shoot characters, and anything that increases the usability of weaker units.
Tiny bonuses like healing D3 wounds, inflicting D3 mortal wounds, re-rolling something etc are 1CP. Bonuses that enhance a squad are 2CP. Something that can potentially change the game is 3CP. Blocking other stratagems is 4CP. Aim for about 2 pages worth of stratagems. You may find that more of them come to mind during playtesting, so don’t worry if you can’t think of many to begin with.???




WARLORD TRAITS

If a ???ARMY??? CHARACTER is your Warlord, it can generate a Warlord Trait from the following table instead of the one in the Warhammer 40,000 rulebook. You can either roll on the table below to randomly generate a Warlord Trait, or you can select the one that bests suits their temperament and preferred style of waging war.

	D6
	Result

	1
	???BRIEF GRAND TITLE???
???Simple to understand and remember bonus that would cost about 10-15pts???

	2
	

	3
	

	4
	

	5
	

	6
	





???RELICS???

If your army is led by a ???ARMY??? Warlord, then before the battle you may give one of the following ???Relics??? to a ???ARMY??? CHARACTER.

Note that some weapons replace one of the character’s existing weapons. Where this is the case, you must, if you are playing a matched play game or are otherwise using points values, still pay the cost of the weapon that is being replaced. Write down any Magic Items that your characters have on your army roster.

???BRIEF IMPRESSIVE NAME OF EQUIPMENT???
?In addition to its current weapons? or ?Model with ??weapon?? only. The bearer of the ???Relic Name??? may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	???Name???
	?”
	? ?
	?
	?
	?
	???



???NON-WEAPON RELIC???
??Quick and easy to remember description of what this does.??

??Try to make at least half of the relics non-weapons. Most HQs have pretty good weapons already, so the relic section is really a chance to make your heroes stand out with a weird ability that makes the game more engaging, or to reduce a weakness or boost a strength. Also don’t forget to check which of your characters could use each relic. Should it be restricted to INFANTRY only, or to a specific type of unit? ??

THE DISCIPLINE OF ???

1 ???Psychic Power:??? ???description of power???
???Psychic power??? has a warp charge value of ?. If manifested, select ?a friendly ??FACTION?? unit or an enemy unit? that is within 18” of the psyker. That unit immediately ?gains a benefit until the start of your next Psychic phase or suffers D? mortal wounds?.
2 ?
3 ?
4 ?
5 ?
6 ?

???Generally speaking, the range of the power should be 18”, unless it draws a straight line through units in which case it’s normally 2D6”, or if it’s powerful and /or can snipe characters in which case it’s 12”.  If the army is very psychic then the standard range is 24”. The best way to determine the warp charge value is to use the psychic powers from craftworld eldar and thousand sons as a guide. Being forced to choose the nearest target decreases the charge by 1, causing a permanent penalty increases it by 2, creating free models from the casualties increases it by the power level of the unit created. Generally the average is 7, going as low as 4 for autopassing morale checks and as high as 9 for  changing characters into chaos spawn.???
 
TACTICAL OBJECTIVES


If your army is led by a ???ARMY??? Warlord, these Tactical Objectives replace the Capture and Control Tactical Objectives (numbers 11-16) in the Warhammer 40,000 rulebook. If a mission uses Tactical Objectives, players use the normal rules for using Tactical Objectives with the following exception: when a ???Army??? player generates a Capture and Control objective (numbers 11-16), they instead generate the corresponding ???Army??? Tactical Objective, as shown below. Other Tactical Objectives (numbers 21-66) are generated normally.

	D66
	TACTICAL OBJECTIVE

	11
	???Name of Objective???

	12
	

	13
	

	14
	

	15
	

	16
	





11 ???Name of Objective???
???Base these on what an army considers to be important. Is it killing characters, seizing land, protecting something etc. Is there a particular type of opponent that it really hates or fears? Looking at the examples from codexes helps enormously, and can generally be described as ‘act in your army’s character a bit, get 1 victory point, do it a lot and get D3 victory points.’???

12 


13 


14 


15 


16 



FAQ

???Commonly asked question from feedback???
???Answer here. If you’re expecting a commonly asked question such as why the army does something particularly odd or powerful, this is a good place to put it to reduce the number of people asking you the same question (which will be asked anyway)???

Where can I give some feedback on this book?
The best place to comment on any of our codexes is to post on our Facebook page: https://www.facebook.com/groups/fandexes/

SUMMARY


???BEFORE YOU FINISH:
1.  Have you used Ctrl+F to search for ? marks?
This will help find every instance in your fandex where you have missing or incomplete information.
2.  Have you changed the colour of the text boxes to match a suitable theme for your army?
You’re best off choosing a dark colour for the names of unit entries that is dark enough for the text to change itself white by default, a medium colour for sub-entries and a very pale colour for making multiple lines on a table easier to read. This sounds laborious, but is actually fairly quick to do. If you change the colour you like in one part of the document, you can highlight the text you want to change in the same way and do it instantly by pressing F4.
3.  Have you read the entire document from start to finish?
It’s a long read at times but it needs to be done to spot typos, especially as the rules change during playtesting and sometimes rules are referred to more times than you think so need to be altered in more than one part of the fandex.
4.  Have you viewed the document using Read Mode so that you can spot any differences in page layout that aren’t obvious when reading it on screen?
There’s a button that looks like an open book in the bottom right of the screen that does this for you.
5.  Have you playtested it enough?
You’ll need a fair bit of playtesting, or at least a lot of gaming experience to make it fair.
6. Have you posted it on facebook for peer review?
Some players will go through anything unofficial with a fine tooth comb and find things that you may have overlooked.

If you have done all of the above and wish to take the final steps of getting it printed, here’s what you need to do:


